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WORMS 


WE’RE ALL WORMS. 

LET’S ACT LIKE WORMS! 

Sink your friends into the depths of 
the Mcftian gloop or leave them to 
burn in the lava pits of Hades. 

Tailor your cunning to suit the 
ultimate abuse of strategy and 
decency In the most addictive giime 
ever to be called Worms! 
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Additional Controls; 


TRACKING MODE 

START 

SELECT 

SCREEN MODES 


the action tracking mode on/off, (If on, the scroll 

Pause Game (Indicates current worm and 
landscape code). 

Go to QUIT OPTIONS (when game is paused). 
Double-clicking this button zooms out to "map" 
the current landscape. Hold this button and use 
the Directional Buttons to scroll around the 
landscape. Hold this with SELECT to toggle the 
Worm-Name mode, so you con see all names, (u; 
worms in your team or worms in other players' 


Note 1: L2 C& R2 buttons are not used during play. 

GAMEPLAY DETAILS 

SCREEN DISPLAY 

The screen consists of the landscape, which can be either zoomed out 
at normal resolution, an energy bar which shows the relative strength; 
of all teams and the number of rounds they have won (medals), a par 
at the bottom which sho\« the wind strength and direction and a clod 


ENERGY PANEL 

The energy panel is visible by scrolling the 


> the top. 




CLOCK 

The clock shows you how mony seconds remain in the current turn. 
This clock scrolls up when the icon selection bar appears on screen. 


^ 80TT0/^ PANEL 

This displays the wind direction (left or right) and the approximate 
strength. This should be used when firing weapons that are strongly 
affected by the wind (Bazooka for example). The bar below is the power 
indicator and is used when gauging how much power to put into certain 
weapons. 

WEAPON CRATES 


in also be destroyed by 


In the game and there ore in excess of 








MENU OPTIONS 

A. PLAY GAME D. WORM RANKINGS 



Edit and customise your teams by highlighting CLEAR and pressing the 
button to wipe the default selection (optional). Next highlight either 
team name, captain or a WORM and press the Q button to begin 
editing, Use the Up and Down Directional Buttons to enter a letter and 








WORM PWC/NG (Entirely Random or in groups of teams, 

default = random) 

NUMBER OF LAND MINES (1 -8 or OFF. Default = 8) 

AUTOMATED ACTION REPLAY (On/Off. Default = ON) 

ROUND TIME DISPLAYED (On/Off. Default = OFF) 

EXTRA TIME MODE (On/Off. Default = ON) 

BANZAI MODE (On/Off. Default = OFF) 

This option is for crazies onlyl This makes all explosions have the 
strength of dynamite... 

ACTION TRACKING MODE (On/Off. Default = ON) 

CLEAR LEAGUE STATISTICS 

2. Weapon Options 

If a weapon is OFF then it is un-usable. 

If a weapon is ON then it is infinitely usable. 

as follows ; Airstrike, Teleports, Cluster 8ombs, Dynamite, Minigun, 










Aiming Your Weapon: 

As a default, a worm carries a bazooka. You will see a small cross hair 
when the worm stands still - this is the basis for aiming shots. 

Move the cross-hair up and down with the up and down keys on the 
Directional buttons. You must use your skill and judgement to predict 
the trajectory and fall of the weapon you are using. 

Selecting a Weapon: 

THE ICONS 

The icon selection bar is brought up by pressing the SELECT button, use 
the Directional buttons and the FIRE button to select your weapon. 

A further press of the SELECT button will bring more options to bear. 

The icons stay on screen until a weapon has been selected. Time counts 
down whilst the icon selection bar is on-screen. 

Using a Weapon: 

Weapons fall into several groups and groups shore a common control 
method. For full details on the actual weapons themselves, the damage 
they can do and strategies for their use, see the weapons section^ 
BAZOOKA , HOM/NG M/SS/LE 

Hold the FIRE button down to set your power and let go to fire. Adjust 
aim using up and down using the Directional buttons. The homing 
missile is aimed by moving around using the Directional buttons and 
confirming the target with the FIRE button, then the FIRE button is used 
again to set power and to fire the missile. 

grenade, cluster bomb, banana bomb 

You can change the fuse time (LI button) and whether or not it is min 




SHOTGUH UZI/MINIGUN 

These weapons do not use a tra[ectory but fire In a straight line. The 
Shotgun is useful because you actually get to use both barrels (i.e. 2 
shots) and Uzi/Minigun offer automatic rapid fire and spread of bullets. 
Fired with the FIRE button - in the cose of UZI/MINIGUN, hold the FIRE 
button down to fire off all the rounds. 

F/RE-PUNCH, DRAGON-BALL 

These are 2 close-combat moves. Position your worm and press the 
FIRE button to carry out the move. 

DYNAMITE, MINE, SHEEP 

Dynamite and Mines are different in that you press the FIRE button to 
drop the weapon and then have a short period of time (5 seconds) in 

collected, are released with the FIRE button and are detonated with a 
subsequent press of the FIRE button. If undetonated, they will explode 
after 30 seconds have elapsed. 

AIRSTRIKE, TELEPORT 

These weapons are activated by confirming a position with the FIRE button. 
BLOWTORCH, DRILL 

These utility weapons allow worms to dig and burrow in the landscape. 

(using up & down on the CROSS-PAD) whereas the Drill can^only drilf 
vertically down. The FIRE button starts and stops both weapons activity. 





BUNGEE, NfNJA ROPE 

These utility weapons allow the worm to move across large expanses of 
the landscape. Bungee is automatically activated if you walk off a cliff 
with the weapon selected. Ninja Rope is aimed, then fired with the FIRE 
button. Once dangling on a rope, you can speed up the swing with the 
CROSS PAD and jump using the FIRE button. Using rope weapons uses 
up move time after you have finished with it. This means that you do 
not have to scramble about when using the ropes. 


KAMIKAZE, PROD, SURRENDER, SKIP GO 

These are simple moves to employ. Aim your worm in the intended 


WEAPON DETAILS 


BAZOOKA 

Affected by the wind and gravity. Can cause up to SOpts damage If a 
direct hit. Causes devastation to the landscape. Large blast wave. 
Inadvisable to use from close range. 


HO^tlNG M/SS/LE 

Generally regarded as a precision bazooka missile, the homing missile 
comes into play usually later in the game or when the chance of a 
certain kill is highly probable. Homing missiles are limited to 2 by 
default and more can be found in weapon crates. Cause a maximum of 
50 pts damage if a direct hit. 


GRENADE 

Like the bazooka, this is standard issue. Grenades remain strangely 
unaffected by wind but are harder to pinpoint the damage due to the 

50pts damage if the grenade explodes very near to the victim. 

CLUSTER BOMB 

Essentially this is very similar to a grenade but differs in that It shatters 
into 5 smaller warheads on explosion, with eoch smaller bomb being 
able to render 25pts damage. Unaffected by wind. 

BANANA BOMB 

These lethal, devastating weapons are only found in weapon crates. 

' They are used like a cluster bomb and cause widespread destruction on 
impact. Each banana that is projected into the air can cause a massive 
j 75pts damage and they can usually be relied upon to wipe out entire 
teams in one go. Unaffected by wind. 

SHOTGUN 

^ The only weapon that allows you to have 2 goes. In fact all that you do 
is use both barrelsl Unaffected by wind and gravity. 

' UZI AUTOMATiC MACHINE GUN 

This high powered little beast is able to scotter a fine spread of bullets 
the direction of your choice. Not a widely used weapon, but very 
effective. Unaffected by wind and gravity. 

MIN/GUN 


This huge, massively powerful machine gun is only to be found in 
weapon crates. It acts in a very similar way to the UZI but is far more 
devastating. Unaffected by wind and gravity. 
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spend it wisely... 

AIRSTRIKE 

request. 

TELEPORT 

Teleport is a useful move v4iich, if played correctly, can massively effect 
the course of a match. Teleporting to a weapon crate is a popular 
strotegy and so is getting out of a potentially disastrous start position. 
BLOWTORCH 


DR/LL 

This tool allows you dig vertically down and make your way to safer 

places. 

fiL;NGEE 

If you fancy dropping from a high cliff onto a safe ledge then equip 
yourself with the Bungee and simply walk off the cliff. Whilst dangling 
and bouncing on the Bungee, you can speed your swing up and throw 
yourself to safety. 


NINJA ROPE 

Armed with the Nin|a rope, a worm is able to climb dizzy heights and 
move over large distances. The basic premise is to swing on the rope 
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